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Great KPn 
no liriseo Challenge 

Just how real is it? 








Left: Jason Plato, 
driver with the Renault 
TOC A team. Far left: 
David Addison, official 
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TOGA torn apart 

We enlist the advice of the 
TOCA elite: Renault driver 
Jason Plato and TOCA 
commentator David Addison, 
to take apart this bestselling 
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Pro’s GT Test Centre 

We challenge a series of drivers to take 
the Gran Turismo licence tests, then slate 
them for their shite driving skills. Find out 
if GT is a Real Driving Simulator inside... 


MAXIMUM REVS 28 


This is your handy cheats guide to a set of tyre-ripping PlayStation 
racers now that you’re in the mood for a blowout. They’re taken 
from a range of both new and recently Platinumed titles, so there 
should be something here to suit everyone’s tastes 


• Auto Destruct 

• Burning Road 

• Destruction 
Derby 

• Destruction 
Derby 2 

• Felony 11-79 

• Formula 1 

• Formula 1 *97 


• Micro Machines 
113 

• Need For Speed 

• Need For Speed 2 

• Porsche 
Challenge 

• TOCA Touring 
Cars 

• V-Rally 
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T here’s no doubting the fact that Gran 
Turismo is a truly stunning game, but so 
real is the action that you won’t 
immediately start winning races and 
passing licences. You’re going to need a 
little help from your friends here at PlayStation 
Pro. So we’ve put together a helpful guide that will 
act as a virtual driving instructor, helping you 
through the tricky spots and advising you what 
choices to make in this monstrous racer. 

Ignoring the arcade mode, which is obviously 
very straightforward, the Gran Turismo part of the 
game has months of testing gameplay that will 
drown you in the complexities of mechanics, parts 
and the vast number of cars on offer. This guide 
will allow you to rip through to the meat of the 
game, selecting for you the best choice of motors 
plus the quickest order in which to take the events, 
follow this guide and you’ll become a real Gran 
Turismo champion. 
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The game replays are some of the most stunning 
ever seen on a home console 



Only the soundtrack by bands like Ash, and 
Garbage can improve on these visuals 



Taking your car out for a little spin can dirty its 
paintwork. Luckily you can then go to the car wash 



Inn rabber 


A good rule of thumb is don’t immediately 
buy a super-powerful FR (rear wheel drive 
car) - they’re the most difficult cars to 
drive, and if you’re a novice you’ll be 
spinning out on every corner. This can be 
really frustrating, so instead, choose a 4WD 
(four wheel drive) or FF (front engine, front wheel 
drive), since these cars are much more forgiving 
and easier to drive. 

BIG TIP: when cornering, remember the racing 
adage, "slow in, fast out”. It’s the key to 
success. Learn to brake early and get on the 
power as early as possible so you accelerate 
out of a bend. Don’t brake late - you’ll still be 
out of control and decelerating deep into the 
corner, and you’ll end up coming out of the 
corner slowly and quite possibly still not under 
full control of the car. 

STRAIGHT TO THE TOP 

Flere’s the quickest way to win all the races with 
the least amount of cars and thus earn the 
most amount of money to spend on the best 
cars. Go and get a B licence, then buy a used 
Flonda Prelude and win the Sunday Cup GT race. 
Sell both the Prelude and the Demio A-Spec that 
you win, buy an ‘89 Nissan GT-R and spend the 
rest of the money on a muffler, hard roll bars 
and tuned ROM (and anything else you can 
afford with the cash you’ve won). 

Enter and win the 4WD Event Race. Sell the 
Subaru SVX (or Mitsubishi Lancer if don’t get 
the maximum 45 points) and pour your winnings 
into fully modifying the Nissan GT-R. SS racing 
tires, the rest of the suspension modifications 
and a ROM tune should make the car 
competitive enough to win the Bronze League GT 
race. Assuming you do that, sell the Z28 
Camaro 30th Anniversary Edition. Now go and 
get your A licence. 

You should be able to completely finish tuning 
the Nissan GT-R by buying everything available, 
including the all-important weight reduction - 
don’t buy the racing body, though. Enter the 
Japanese Vs US Event race. Win this and you 
get the Mitsubishi FTO Limited Edition - the 
best all-round car in the game. Select this and 
enter and win the Silver and Gold GT Races. 

Now you should be getting rich. 

Select the Nissan GT-R, compete in the Mega 


Event race and sell the Toyota Soarer that you 
win. Now buy the Viper RT/10 and enter the 
Normal Race. It’s fairly easy to win with this 
car since it’s twice as powerful as its 
closest rival (Flonda NSX Type S- 
Zero). 

Now you should be 
ready to get the A- 
International License. 

Once you’ve got it, use 
the Nissan GT-R to 
win the tuned race 
(with 939 ps, you 
should be able to win 
this with ease). Now 
you should be 
absolutely loaded up 
with cash. Use the 
Mitsubishi FTO Limited 
Edition to win the 
Japanese Vs US race, and 
use the Viper GTS-R that you win in that race to 
win the US Vs British race and thus complete 
the international race series. Use the Viper GTS- 
R to win the FR Class race and buy an FTO GP-R 
Version, which you should then fully modify 
(except for the racing body, which is optional). 
Use this to win the FF and Lightweight Class 
races and you’re set for the last three 
challenges. 

The Mitsubishi FTO Limited Edition is tailor 
made for the Valley 300. Just be prepared to 
put in about an hour and 50 minutes of racing, 


‘cos that’s how long the race takes. The last 
two Stage 11 races (both take about 45-50 
minutes) can be won with the cars you have - 
the Mitsubishi FTO Limited Edition is good for 
the Racing Class, and the Nissan GT-R for the 
Tuned Class. 

And that’s it. By the time you’ve completed all 
those races you should have way, way over 
100,000,000 and can buy anything you want. 

So spend! Spend! Spend! And have fun playing 
with the cars on the Machine Test course, or 
just keep on racing and earning. 
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From this screen you have access to all the 
dealers, races and licence tests 




POWER TO THE PEDAL 

Without doubt, the uiost powerful car io the gauie is a race tuned 
Nissan GT-R Vspec, giving nut 969 ps. This car is also the must 
powerful 4WD. However, if you want to know the top and bottom 
specification cars in Gran Turismn, here they are... 


SPECIAL MODEL/INFORMATION 
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Lightest car - race tuned Mazda 
Demio A-Spec is 549 kg 


Fastest car - race tuned Mitsubishi GTO 
MT can be tweaked to go over 400 kph 


NEW CAR/tMFORMATlOM 
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Most powerful lightweight/FF car - race tuned 
Mitsubishi FTO GP-R Version bangs rated 376 ps GTS has the same ps, but is slightly heavier) 


^ S3 © ts.sts ^ imiUK 

Most powerful stock car - Viper RT/10 (Viper 
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Best power-to-weight racing car - 
Viper GTS-R 


MITSUBISHI 


Lightest tuned non-racing car - 
NSX S-Zero (990 kg) 


NEW CAB/IN FORMATION 



Best all- 
rounder - FTO 
Limited Edition 
combines 
power, 
reasonably 
light weight, 
4WD and 
impressive top 
speed to 
devastating 
effect 


lav *53 © 
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1HE WACKY RACES 




T 


o win the races in Gran Turismo you’ll need 
to pick the right car for the task. Here’s our 
list of the best cars for each of the races in 
Gran Turismo mode. Now all you’ve got to 
do is win them all. 


SUNDAY CUP GT RACE 

Pretty much anything that’s tuned up will smoke 
the sad vehicular slugs that make up this field. 

BRONZE CUP GT RACE 

As long as your car has over 300 ps and good 
suspension modifications, you’ll win with ease. 

SILVER CUP GT RACE 

A fully-tuned car is what you need to win this 


The Mazda and Toyota, due to the massive 
power being delivered to their rear wheels only, 
need an experienced driver to really get the best 
out of them. The light weight of the NSX (less 
than 1000 kgs and around 550 ps) gives it 
blistering acceleration and top end - although 
like the Mazda and Toyota, its rear wheel drive 
means it’s easy to spin out on the twisty bits. 
The 4WD of the Nissan makes it an excellent 
all-round car to race. 

FF RACE 

The Mitsubishi FTO GP-R Version is the best car 
for this class, although both the Honda Prelude 
VTEC and Toyota Celica SSII are just as fun to 
drive and give it a good run for its money. The 


one. Any Nissan GT-R is a good pick, even 
though it’s really too powerful for these courses. 
But who cares if your racing is a little ragged 
when you can blow the competition away with 
brute force. 

GOLD CUP GT RACE 

Like the previous race, a fully-tuned car that 
weighs less than 1300 kgs and sports more 
than 600 ps is required to win this. So that 
means any of the “big five” - Mazda RX-7, 

Toyota Supra, Mitsubishi GTO, Honda NSX or 
Nissan GT-R. However, the Mitsubishi is a bit of 
a lard-ass, so it’s slow on the twisty courses. 


Honda Civic-R is less powerful, but due to its 
light weight makes it competitive too. 

FR RACE 

The Mazda RX-7, Toyota Supra and Honda NSX 
are kings here. The rear wheel drive Nissan GT-R 
is also good, but nowhere near as powerful as a 
top-of-the-line Supra. A tuned Viper is also a 
great laugh, and thanks to its enormous tires, 
gives it copious grip and very good handling. 

4WD RACE 

Once again the ominous Nissan GT-R rules the 
roost here. The Mitsubishi FTO Limited Edition is 


less powerful, but is easier to drive, and the 
Subaru Impreza Rally Edition is also a good one, 
although its lack of top end makes it a bit 
annoying to drive on the straight-aways (because 
it hits the rev limiter at only 265 kph in top gear). 

LIGHTWEIGHT 

The Mitsubishi FTO GP-R Version is the vehicle 
of choice here. It’s by far the most powerful car 
in this class. But for comedy fun driving, race 
tune the Mazda Demio A-Spec. With a measly 
218 ps under the hood, but weighing in at a 
featherlight 549 ps, it’s like driving a shopping 
kart. And it also happily corners on two wheels 
(indeed, once you get skillful enough, you can 
actually drive some distance with the car 
balanced on two wheels!), which makes it great 
fun to drive. The Honda Civic-R is the final 
choice in this category. It’s not as fast as the 
FTO, but it’s a total laugh to drive. 

US Vs JAPANESE 

The Mitsubishi FTO Limited Edition destroys the 
competition in this race thanks to high power 
and 4WD. But if you want variety, any of the “big 
five” work here, and a fully-tuned Dodge Viper 
also offers laughs a-plenty if lurid tail slides are 
your thing. 

JAPANESE Vs BRITISH 

Like the above, the Mitsubishi FTO Limited 
Edition rocks. Any of the "big five” are 
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competitive. If it’s a British racer you’re after, 
there’s nothing better than a race-tuned Cerbera 
- although its huge rear-wheel power and super¬ 
light weight makes racing an oversteer 
spectacular (the back spins out when the power 
is poured on too early). 

BRITISH Vs US 

The Viper GTS-R is king for this one, although 
the Cerebra (fully tuned with racing body) is a 
really good alternative. Again, just be careful 
with the power - both cars are very powerful 
and lightweight and tend to oversteer. 

MEGA 

Power and speed are the keys to this race. Any 
fully-tuned high-spec Mazda RX-7, Toyota Supra 
RZ, Nissan GT-R, Honda NSX or Mitsubishi GTO 
will win this with ease. My favourite is the GT-R, 
though, since its 4WD makes it easier to drive 
than the rear-wheelers (it’s far more forgiving 
when you’re really pushing for those very tight 
record lap times). 

NORMAL 

The best car for this series is the Viper RT/10. 
Marginally lighter than the Viper GTS and 
producing the same ps, this car smokes 
everything - including the other killer car in this 
class, the NSX Type S-Zero. Theonly thing that’s 
tricky is initially learning to drive the Viper - 
once you’ve mastered it, you won't have any 
problems winning this series. 

TUNED 

This is a hard race, since you’re up against 
some very powerful, medium weight cars. A 
4WD rally car makes a lot of sense for this, but 
all of them tend to lose out on the high speed 
courses to cars like the Supra, GT-R and NSX. 

Go for brute force - a Skyline GT-R tuned to 965 
ps and sporting every tuning feature except the 
racing conversion. It's difficult to drive on some 
of the tighter courses, but its huge power 
advantage and 4WD makes it a formidable car. 

VALLEY 300 

Here’s where the going gets really tough: a 300 
mile, 60-lap race of the East Valley track. It’s 
certainly a test of endurance rather than skill. 
Chose the FTO LM racing car for this (which you 
should have won long before you try this race). 
Its perfect balance of medium weight and high 
power coupled with 4WD gives it supreme 
handling and makes it a really easy car to race - 
it’s plenty forgiving if your concentration starts 
to lapse. It’s also a very fast car, and with 
reasonably fast, consistent racing it’s easy to 
build up a huge margin between you and the 
second-placed car. 

STAGE 11 RACING 

Another massive race, this one weighing in at 
around 50 minutes. Again, chose the FTO LM for 
this - it’s the best all-round car in the game. 

And again, steady and consistent racing is the 
key to success. 

STAGE 11 TUNED 

Chose the trusty old overpowered GT-R for this, 
going for raw power again. The problem is that it 
wears its tires out incredibly quickly, so expect 
to be pulling into the pits every 15-19 laps for 
new rubber. Despite that, the GT-R is still king of 
this one, since its combination of 4WD and 
immense power blows away the opposition. 


WINNER TAKES All 

Here’s a list off the bonus cars you get for winning each race in the Gran 
Turismo mode off the game. Happy racing... 
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Gran Turismo proclaims itself to be a real driving 
simnlator, so to check out these claims, PlayStation Pro 
decided to take real drivers of all abilities and put the 
game to the test. We assembled non-drivers, joyriders, 
mechanics, car enthusiasts and many more, and forced 
them to take part in three licence test challenges. Each 
candidate had a five minute warm-up period and then just 
three attempts to pass each licence. The tests began 


with the B-3 licence, which is a simple turn around a 
corner; followed by the B-8 test, which is a once round a 
full track; finishing with the A-7 licence, one of the 
hardest tests in the game, whereby a Subaru Imprezza 
is slung around a set of tyres for five laps within a 
tortuous time limit. Find nut how the candidates got on 
the following pages and discover for yourself if Gran 
Turismo really is a real driving simulator. 






10 muon 


































PLAYSTATION 































ill Ml UlillllMllilWlilli rill llilli f WtTI i 




Best time: 28.732 

.——1 Didn’t want to 

|B-3j drive the pansies 
^TTiTonda CRX), but after 

a steady roll off the line 

Smade an unsteady 

attempt to take a racing 

nne through the turn He 
found the analogue to be 
much closer to a real 
wheel and managed to 
pass the first test 

comfortably. 


Best time: 1 min 2 

.——i Lost the rear a 
[B-8 | f eW times, sending 
the car spinning into the 
J ass for a fail on his first 

two attempts. He then 

adopted a good racing 'in - 

8 b d ut P was a little heavy on 

the brakes. The M 

couldn’t then accelerate 

quickly enough to dua 

With the pressure on 
pulled out •W**’'’ 0 " 1 ' 
time, but still failed. 


lest Centre 



Ricocheting the 

[m Subaru off every 
twTw the track, David 

played dodgems^on^ea 

wasa gypsy' ° n JjSre 

demanding his 5 °P fare 

Ssay b"?Sed miserably 

and had to be dragged 
away from the test in 
shame. 


sluggishness o t00 fierce, 

Some comers a^ J stration and 
which adds t t,\t harsh 

tbe fa« ^that’s probably just down 
(bU mef e stiil it’s addictive, it’s a 

rea' Ch d a '' e 5 g anTwhTn°you get it 

hairdresser’s cars. 


r.r 

GRAN TURISMO 

the real or IVI mg simulator 


Title: Non-driver 


Lisa Middleton 


17/2/79 


Student 


C»rrwt Mffcwli [ Peugeot bicycle 


4 months 


Ciinh 


iJjYears 0 


Llcanca test 


Llcanca status 


B-3 Pass 


Best time: 29:017 

I B _3 I Having passed in 
I—-—I the warm-up, the 
test became a question 
of holding her bottle for 
the three tests. Wildly 
revving Lisa took a 
central line (leaning her 
head and body heavily to 
one side as if that'd 
help), she cruised the 
bend without incident. 
Luckily Lisa passed first 
time since she made a 
complete cock-up of her 
last two attempts. 


B-8 Fail 


Best time: 1:22:43 

After stating that 
I—-—I she’d got this 
cornering sussed, her 
warm-ups still didn’t 
produce a pass. 
Weavingly slightly in the 
straights the final bend 
proved her undoing. But 
by the second lap Lisa 
had whittled her time 
down to 1:22:43. And 
despite high expectations 
her MX5 chewed a little 
turf in the last bend to 
end her hopes. 


None 
A-7 Fail 


PlayStation 


Best time: 33:747 

f" A-7 I The warm-up was 
I—-—I a series of tail- 
spins that has the 
Subaru performing triple 
lutzes. Her rhythm 
started off well, but a 
single tyre became 
unrecoverable and the 
times reflected this. Lisa 
stated that she preferred 
driving to Ash’s Lose 
Control (oh the irony) and 
proceeded to over-cook 
the hand-brake on her 
final test. Fail. 


Test Centre 



Lisa’s comments: 'Having had , 
real experience with cars, I 
thought this game would be far 
too advanced for my liking. 
However, with practice and no 
nails (because I’m of a nervous 
disposition), coming to grips with 
this fast, addictive, never-ending 
game was fun. 

Not knowing much about cars, 
did find the handling a bit strang 
especially the differences betwee 
the various cars. Although each 
car does sound different, which 
makes it dead realistic. And I like 
the choice of REAL music. Some 
of which is essential for getting 
the adrenaline flowing to pass th< 
tests. Brilliant stuff!” 
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GRAN TURISMU 


Title: Woman-Driver 


^ | Lisa Nichols 


Data af I 


15/5/71 


Played Tcmb Raider 


6 months 


Ui 


B-8 Fail 


PlayStation 

jj Clean 
A-7 Fail 


Best time: 29:13 

r- ri Passed easily on 
1 6-3 I the warm-up 
without thinking about it, 
but was too cautious and 
weaved heavily on her 
first test for a fail. Lisa’s 
total lack of urgency had 
the car coming to 
standstills and her erratic 
handling made the car 
too unstable to even get 
round the long left-hand 
bend and she started as 
she meant to go on. 


Best time: 1:33:23 

r-= - -I Couldn’t maintain 
I B ~° 1 a straight line, let 
alone a racing line. 

Looked as though she 
was trying to evade 
gunfire, with a zigzagging 
motion that doubled the 
length of the track. 
Frustration then set in as 
she stubbed her Mazda 
out on the turf: "This is 
crap, that grass shouldn’t 
be there. What a farce.’’ 
We couldn’t agree more. 


Best time: 53:583 

r . J ~l This was fun. 

A' 7 I The final test 
descended into a 
swearing match with the 
game. Lisa didn’t want to 
warm-up because she 
didn’t see the point. 
Grannies reversing at 
supermarkets was the 
illusion Lisa’s attempts 
brought to mind. She 
achieved a final time that 
went off the chart, with 
the most painful driving 
ever witnessed. 


TastCmtra 


Lisa’s comment: “As a real driving 
simulator Gran Turismo is 
dynamic, realistic and bloody hard. 
As a test of my driving abilities, I 
put my crap performance down to 
the fact that I’ve only been driving 
for six months (by driving examiner 
would beg to differ by saying 
“nope you’re just a cack driver ). I 
passed the ‘turning a corner’ 
section in the warm-up and failed 
consistently on the real thing. 

I failed the ‘full track’ test pretty 
much every time. And as for the 
90 degree angle thing, I seemed 
to find it easier to go around that 
the wrong way - so I failed that 
too. All in all a very good game, 
Knt i’m a nrpttv lousv driver.” 
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Test Centre 


f f2/9/70 J 


llt 

Best time: 28:701 

ljB-3 1 ’ n the warm-ups 

takina areth be San by 

... cros s-country 

k t Z aCr0SS the Brass, 
but.after just two minutes 

with the pry u uies 

the nepd 6 grasped 
. need f or a solid 

in/n g ! ine and the S/OW- 

n/puick-out method (no 
innuendo intended). Hj gh 
"dmg curb antics gave 
h ' m a first time pass 
™ blch he bettered on 
each attempt. 


Best time: 1 : 21: 95 

[*8l °n'y hundredths 
~~ . r 1 of a second 
owsjde the pass time on 

i k ebeZ UPS ’ th,S ,00ked 

Hekeotl 9 ^ 0103 ^- 
” e k ® pt a Quick and 

steady line in the initial 

teMs,b Uttos , tots “; 

Totaiiv ffT° brakln & hends. 
totally focused, on his final 

turn he sneaked through a 
final time that was g 8 
milliseconds under the 
Pass time that he needed. 


Best time: 30.45 
[XT] ^arm-up times 


■ LI I I 

time^na h 2 WeC,impressiv e 

nmes, and hair’s breadth 
decisions only just went 

andth1l! im ' LOtSOfpower 

into h Cas,onal s, am 

2° ^ tyres kept G a r eth 

time Ta Ch J eV ' ng a g00d 

time. The first turn also 
Proved his Achilla’s heei. 

But after mitiany running a 

^ tightened up 

and'n a thrilling finish 

attained a final pass. 


feel the inertia kick^fST y ° U can 
real motions of a <Tt ’ fo,low| ng the 
this means that vo! nng wheel - A » 

the racing genre from S c S raS e - arn 
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Ppct time: 29.787 

^Though Pat’s take 

[B-31 0 ff w as usually 

good, on his second 

attempt he didn't exactly 
aet off to a flier so he 

approached the bend 
without breaking, 
stepping off the gas a 

differed from slight drm 

when taking the corner 

but managed to power 
out of it sufficiently. 


Best time: 128.687 

r ——-1 Pat had the first 
1 B-8 I corner sussed. 

^struggling with the 
next he came out almost 
sideways and his drive 
turned into a snake.like 
wind down the track. H 

failed the second after 

taking the car onto the 
cfrass but did better on 
the third attempt, though 

the second leg of the 

track was his downfall. 


pl aystation 
Clean 
A-7 Fail 

Best time: 41.998 

.——i practice was a 
A-7] stop start affair 
a^pat struggled to keep 
the car’s momentum 
going. He butdidnt 
really push for the 

qualifying time, tending 

to take the corners very 

wide. A series of 

differing techniques 

never really gave him the 
balance between power 
and brakes. 


Pa,,lck ’me 

preny much spot «m e 9 ng 

'-ike— - a " d 

sifter ,* 9 '"' 8 

turning S Sit« 

8e »Saue1wSclisappointeC» ,h 

^%, 9 o*accelera»nofme h 

with a few more tries. 


/ar 

GRAN TURISMO 

the real driving simulator 



Test Centre 


Title: Mechanic 


| Name Christopher Jeffries 

Date of Birth 

12-02-78 

f Occupation Brake 

Inspector 



Currant Wheels f 

Vauxhall Cavalier 1.8 SRi 


Gaming experience | 

| 11 Years 

Gnnsnln 

PlayStation 

Driving experience | 

[ 3 Years 

Llcanca status 

3 Points 

Licence test | b-3 

Pass 

B-8 Fail 

A-7 Fail 



GEO 


14 Plil 


Best time: 29.221 

Chris passed on 
his first try in 
practice. His technique 
was aggressive, attacking 
the challenge at 
maximum revs. He 
approached the bend 
from a wide position .and 
cut inside early to hug 
the corner. It was a 
steady drive with very 
little snaking and he did 
it all without touching the 
brake, laying off the gas 
early instead and easing 
out of the bend. 


Best time: 122.945 

B-8 I Chris £ enera|| y 

I— I —I had a good take 
off on each effort and 
handled the first bend 
with consummate ease, 
feathering the gas at the 
second. The third and 
fourth corners were the 
thorns in Chris’ side 
panel, though he 
overcame this problem 
on his later efforts with 
the use of a lot of 
braking. However, he lost 
a lot of time that he was 
unable to make up. 


Best time: 37.059 

Chris used the 
power of the 


A-7 


Subaru to push the car 
around the corners, 
trouble was it often took 
him wide and his times 
suffered. He realised his 
problem, but then caught 
chronic hand brake 
disease, taking the car 
into 360° spins. By his 
third attempt the car had 
banged its nose more 
times than Pinnochio at 
an orgy with the Wooden 
Tops, and he still failed. 


Chris’s comments: 

“I though it was a good game 
and from what I saw would 
probably grade it around 8 out 
of 10. The cars handled well 
on the whole, and the steering 
was responsive enough, but 
each of the cars lacked 
horsepower in take off. Cars 
like these should throw you 
back in your seat if you 
floored them from a stand 
still, but you didn’t get that 
impression. They didn’t have 
enough torque power to pull 
you out of the corners either, 
but that’s being really picky, 
overall it was quite realistic.” 
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F<rxi Driver 

Ford OriorT 


Test Centre 


f [^09^531 




Best time: 30.45 

[B-3l Ton V’s lack of 

1 - -1 gaming 

experience was 
immediately apparent. He 

had no problems on the 
approach to the first 

rt°Sfv u i gettingar ° und 

nrnw y Was a major 
problem, a lack of 

confidence saw Tony 
stepping off the gas wav 
too early and he never V 
really recovered. A dismal 
Allure all round. 


Best time: N/A 

[~B-8l His confidence 
r-r—J was growing a 

hif at? th ' S test ’ th °ogh 
h s attempts were still 

Quite poor. He now 

managed to keep the 

speed up when taking the 

corners but couldnT h 

handle the car when 
coming out of them 
Unfortunately Tony didn't 
manage 

" Map of this particular 
test course. 



Best time: 44.037 

f Ajl Ton y’s lack of 
1 —* gaming 
e xperience was 

frighteningly obvious as 

het eMMt „ g ° fo ; t ® 

safe and smooth 
approach rather than 
attack the test with 
speed. Wide cornering 

^as the problem in h Ts 

ack of success as was 
h's reluctance to use the 
handbrake in the turns 
to minimise drift. 


give me any control h?, 366 " 1 to 
said that the cars th^ having 
handled much as ' m S6,Ves 
real thing to Thf ^ d expect the 
great fun to n/av /hT Was g00d ’ 
loads of fares sorma think '' d get 
If I was driving som drea,,y dui ^y 
Subaru Impreza WRX /?f ,lke that 
'' d be abletogetthei ntthink 

therein one p£l 2* PaSSengers 
game though” fter trying th e 


Title: Joyrider 


Name 


Nik Mars land 


Ion 


Tust Centre 


01-02-76 


Currant Wheals 


6 Months 


Years 


Llcaaca statas 


Llcanca fast 


B-3 Pass 


B-8 Pass 



Best time: 29.568 

_ ^-i Nik had this test 
I I cracked in 
practice and literally flew 
through it. His initial 
takeoff was clean though 
his love of rushing wind 
often caused him to drift 
out wide around the 
corner, getting ever closer 
to the far curb. However, 
he seemed to know the 
right moment to power 
out of the turn. 


Best time: 1.21.279 

_ Q i Nik’s criminal 
1 B ~ 8 1 driving qualities 
shone through once more 
in training, taking the 
bends at high speed and 
throwing the car around 
them, sometimes using 
the walls as buffers to 
keep his line and speed 
at the max. Passed on 
his first try and was 


Best time: 33.771 

nm A lot of 

1 * 1 experimentation in 

practice stood Nik in good 
stead for his test, though 
his love of speed was his 
downfall on the tight 
corners of this circuit. 
Generally had a good 
technique, but still 
managed to lose it a few 
times. Not helped by the 


his first try and was i^ , 

already after a new car to fact he was constantly 
road test stopping to take a swig 

road 1 from his pint of Carling. 


Nik’s comment: “The rumble 
pad definitely adds to the 
experience of the game. All of 
the cars handled quite 
realistically, and I loved throwing 
the back end out around the 
corners and using the power to 
get the control back. The 
acceleration was pretty shit on 
the first two cars, in fact they 
were pretty shit in terms of 
speed and power all round, but 
the Subaru was the dog’s 
bollocks. It’s a buzzin game and 
the graphics on the replays were 
excellent” 
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passed and failed. Two passes gained a licence, anything Inwer than that was a fail 



Name: David Addison 


GRAN TURISMO 


This certifies that the 
candidate 
in PlayStation 
urismo Licence 


His lack of fia^tatioh gaming letDavid down as he wrestled 
with the control pad. But still he played an abysmal game of 
Gran Turismpfeon si dering his background. Deserved to fail 



Name: 


Lisa Nichols 



This certifies that the abov 
candidate has taken part 
station Pro’s Gran ^ 
• Licence Challenge 


Absolutely useless. Lisa failed atevery corner, lacking 
motivation and any practical skill. If you see her at the 
wheel, get tjie hell out of the way. Definite fail 





Name: Gareth Irwin 


rtf 

GRAN TUUSMi 


This certifies that the 
candidate 
in 


The 

both 

was 


through the tests having 
driving knowledge. Gran Turismo 
and he showed it a clean sheet 


Name: 


Patrick Jeffries 




This certifies that the above 
candidate has taken 
in PlayStation 
Turismo Licence Challenge 

Pat showed-promise, but never really pushed for the licences 
hard enough. Not the .worst candidate by any means, but let’s 
just say it’s a good job he knows how to fix bumpers 





Name: Chris Jeffries 


This certifies that the above 
candidate has taken 
in 

Turismo Licence 


Chris 
it all 
control 


he 
w 

Chris i 


Too 


ng- 


it, but then 
speed without much 


arrowly missed out on a pass 



j 

i 

i 

\ 


As expected, only a two of candidates actually received a final licence. The tests showed that girls are crap at all 
things vehicular and that old fellas are shite at games. It seems that the best combination for playing Gran Turismo is 
a sound driving knowledge [preferably at high speed) and a strong gaming background. However, all the candidates 
seemed to enjoy the game and each maintained that this was the most realistic driving game they’d ever played. 
Vindication enough to proclaim Gran Turismo as The Real Driving Simulator. © 
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TOCA: Touring Car Championship 


Jason Plato fl 

A future champion? Certainly. Like 
most aspiring drivers, Jason started 
off in single-seater racing in the 

through Formula Renault into 
Formula 3 with the unloved ^|| ^ 

reputation suffered and the ^J^w 
money started to run 

in f»e right people. He had t(\ 

win and he did - eight times, whilst badgering m 

team owners for a drive for 97. Frank Williams and 
Renault were impressed and signed him up, JP fighting off 
some grand prix drivers for the drive. And he put the car on 
pole for his first race, too. Quick, articulate and with the best 
equipment at his disposal, he’ll fly this year. 


Y ou have in your hands the 
most comprehensive 
driving guide ever 
produced for a 
videogame. Experts from 
both sides of the track take you 
gear by gear round every bend 


One in its whole season. 

So in keeping with the game, 
we at PlayStation Pro have 
produced the definitive TOCA 
driver’s guide. This isn’t a 
cheat’s guide, it’s a guide for 
gamesplayers who want to be 


and hairpin of one of the most 
popular driving games made for 
the PlayStation. 

Codemasters’ TOCA: Touring 
Car Championship has been in 
the PlayStation top 10 since its 
Christmas release. Receiving a 
9/10 from PlayStation Pro, the 
game thrilled players with its 
realistic recreation of a sport 
that delivers more in-your-face 
action in one race than Formula 


the best. And so we picked the 
brains of Jason Plato, driver with 
the winning Renault Laguna team 
and David Addison, trackside 
commentator and TOCA 
afficionado, to give you the 
winning edge. The times and 
gear ratios listed here for the 
bends and straights are those 
used by Jason and his Renault 
team, so you’ll be following in 
the foot pedals of greatness. 



.<****-■■ 

VI 



k 


David Addison 

Too chicken to do it, Addison talks 
about it instead. Having stood in 
commentary boxes up and down the 
land since 1991, he became part of 
the newly-formed Radio TOCA team 
in 1996. Go to most BTCC meeting 
and you’ll hear him over the PA 
system, although he also does 
^ commentary for Sky Sports on 
Formula 3 racing as well. 
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TOCA: Touring Car Championship 


Drivers choose your engines! 










RENAULT LAGUNA 


The dog’s rear swingers! 

Fast, reliable and 
uncomplicated, the 
Renault was the class 
of the field. The best 
developed car on the 
track, there was simply 
no stopping the flying 
French cars which won 
the championship in 
early August. If it’s speed you’re after, look no further than the 
Williams’ grand prix-built pocket rocket. 


VULVU S4U 


A 5 cylinder singing 
engine (like Abba at its 
peak) and a slippery 
shape should have 
helped the car to be a 
winner. It didn’t! Run by 
the same TWR team 
which was responsible 
for Damon Hill’s 
Arrows, the car lacked 
grunt in a straight line and lost touch with the others coming out 
of slow corners. Oh, and the aerodynamic package was rumoured 
to be a less than inspired choice, too... 


VAUKHALL VECTRA 


Don’t yawn, but this 
next sentence is a bit 
anoraky. The BTCC rules 
don’t allow you to 
change the aerodynamic 
package of the car once 
the season has started, 
so what Vauxhall chose 
it was stuck with. And 
with those 

aerodynamics having been designed by a sadist with toothache, 
the team struggled. The car didn’t grip so the tyres didn’t get 
warm, so the car didn’t grip, so the tyres... You get the picture? 
Run by a team called Triple Eight, it was more like 999. 


Audi 


Honda Accord 


On paper this car 
should have been a 
winner - maybe you’re 
the missing link! Fast, 
sleek and with an 
experienced team 
running them, the cars 
looked the part but 
were plagued with 
niggling problems - and 
accidents: both cars were stuffed at Croft within a handful of 
laps!! Understeer (where the car pushes wide in a corner) and 
reliability problems took the shine off the year. 


Nissan Primera 


New team, new drivers 
but no wins. The car 
spent the year being 
developed and it was 
bad luck that stopped 
the car from winning. 

Initially short on grip, 
the team did miles of 
testing to dial out the 
problem and was closer 
to the pace of the Lagunas soon after. Mind you, fuel pressure and 
electrical glitches often kept the cars away from finishing - keep 
your fingers crossed. 


When Oprah Winfrey 
next wants the ultimate 
weight-shedder, this car 
should be the example. 

With a weight penalty 
due to its four-wheel 
drive total-traction 
system, the car was 
asthmatic, never mind 
breathless. Then, the 
organisers took 30kgs off it and the car was back on the pace. 
More stable than anything else under braking, it’s brilliant in 
greasy conditions and jolly strong too. 


Ford Mondeo? More 
like Ford Open Prison 
as the drivers were 
stuck with a car which 
didn’t look like a winner 
all year. Behind the 
scenes problems meant 
that the cars arrived 
late and never caught 
up. Still, the V6 engine 
makes the sweetest noise out there and in the absence of your 
best stereo, you can listen to that while you’re chasing the rest! 


The run-off area on 


wheels! Creatively 
camouflaged to blend in 
with the grass and 
gravel traps, the 406 
struggled to adapt to 
the point-and-squirt 
circuits of the UK. If 
you fancy being a rock 
ape, then these are the 
wheels for you, but you’ve got to get it by the scruff of the neck to 
make it work. Be brave, be very, very brave! 


m\Wi 'll 
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GODDARD CORNER 
Same as the Melbourne Hairpin, it’s 
^ 2nd gear and 45mph for this last 
corner before the finish line 


Corner 


Length: 2.50/4.02km. Laps 2 x 18. Race distance: 45m/72.36km. Lap record: 
Rickard Rydell lm 37.29s - 92.50mph/148.87kmh. Qualifying record: Rickard Rydell 
lm 36.340s - 93.41mph/150.34kmh. Located: alongside East Midlands Airport 


Big sphericals? Good, you’ll be quick through the Craner Curves. Former pre-war grand prix circuit it was re¬ 
opened by Leicester builder Tom Wheatcroft in 1977 to realise his dream of running a GP there again. That 
was achieved in 1993, and you have two options of track. There’s the shorter National Circuit where the 
Chicane is ideal for outbraking a rival, and the GP circuit with its brake and tyre-torturing hairpins. 


MCLEANS CORNER 
Brake late at the 50 
yrd sign, but make 
sure you’re in 4th to 
accelerate out of the 
corner 


You’ll have noticed that this guide 
uses speed and gear settings for 
each bend and straight. Which 
means that you’re going to have to 
lose your bottle-fed dependancy on 
the automatic transmission and 
switch to a manual box if you’re 
going to compete like a true TOCA 
professional. It may be awkward at 
first, but once you’ve felt the 
absolute control you have over the 
car using manual gears, you won’t 
ever look back. 


Starkeys 

Straight 


THE ESSES 

Slam on at the 100 yrd sign, 
reducing your speed to 60mph 
in 2nd gear before attempting 
this S-bend 


COPPICE CORNER 
4th gear and 95mph 
into Coppice Corner 
and accelerate 
strongly out of the 
bend to max speed for 
Starkey’s Straight 




Redgate 




CRANER CURVES 

Keep your nerve and takes 

these curves flat out in 6th 


Pi 


Craner Curves 


REDGATE CORNER 
Take this wide left and at the 
50 yrd sign slam down to 3rd 
gear and swing right to take 
the bend at 85mph 


Melbourne 


Old Hairpin 


OLD HAIRPIN 
Knock down to 5th and 
swing a light left to 
right through the 
hairpin at 105mph 


Goddard 


Starkey's 

Bridge 


The TOCA 
championship is 
watched by more 
than a billion TV 
viewers in Europe, 
Africa, Asia, South 
America and the 
good ol’ USA 


MELBOURNE HAIRPIN 
Again you’ll need to mash the 
brakes down, throw the car into 
2nd gear and take the corner in 
a wide left to right 45mph turn 




| McLeans 


Donington Park GP 
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Silverstone International 


Fast, flat and featureless? Not true, nowadays. The new International circuit has the Ireland Esses to test 
you and if you get the tight Abbey hairpin wrong you’ll spoil your run uphill. Home of the British Grand Prix, 
the circuit opened in 1948 and has evolved constantly to keep pace with modern racing cars. The Wembley 
of motor racing, it is still an active airfield which is the busiest in the UK on grand prix weekend. 



LUFFIELD 

After a brief moment in 3rd, it’s back to 2nd 
and another 60mph corner before you race 
back up through the gears and thrash 
through Woodcote as fast as you can 


If you come off when you’re ahead of the pack, then 
make sure that you stay out of the racing line when 
you rejoin the track. Every car behind you will smash 
into your car from behind if you get back into the 
racing line before you’ve picked up enough speed to 
stay ahead. Steer wide and accelerate on the track 
margins. Letting a few cars go past you here is 
better than being spun off yet again. 


Spare cars are not allowed and drivers may use 
only one car which has been scrutineered for their 
use at each meeting. 
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TOCA Limited was formed in 
1991 and took control of the 


Now here you need a hairy chest and gonads like melons. This is the fastest circuit in the UK and one where 
bravery is essential. Another former airfield, the circuit is limited to the number of days it can be used due to 
local villagers complaining and so it’s a difficult one to master on first acquaintance. The chicane at the end 
of the lap requires heavy braking and tidiness, otherwise you’ll spoil your run over the finish line. 


GOODWOOD 

Blip down to 5th for Goodwood, 
but keep the pedal to the floor 
and keep a good racing line 
from left to right at 125mph 


Campbell 


CLUB 

At the 100 yrd sign mash the brakes 
down to 50 mph and select 2nd gear, 
accelerating up to 5th for Allard 
Corner once again 


ALLARD CORNER 
It’s 5th gear at 125mph 
for the first corner, then 
accelerate hard to 6th as 
you exit Allard 


NOBLE 

It’s flat out at Noble, tipping the 135mph mark 


Woodham Hill 


h X 


Church 

Corner 


CHURCH CORNER 
Get a good line 
left to right and 
hold in 6th for a 
fast sweeping 
bend at 134mph 


Length: 2.36m/3.79km. Laps: 2 x 20. 

Race distance: 2 x 47.2m/75.8km. 

Lap record: Peter Kox lm 17.07s - 110.05/ 177.10kmh. 
Qualifying record: Frank Biela lm 16.676 - 
110.61mph/178.01kmh. 

Located alongside the A303 just west of Andover 




Goodwood 


Village 


Curve 


CAMPBELL, COBB & SEAGRAVE 
Brake at the 100 yrds sign down 
to a crushingly slow 60mph in 
2nd gear. Now accelerate up 
through the gears as you take 
Cobb in 3rd and Seagrave in 4th 


Seagrave 
f Cobb 

(BD/-|yr£ 


IKPEBTS SAY 


Thruxton 




Mnir® 


In the wet, don’t take grip for granted. Graduate your turns and dab the D-pad rather than 
rely upon the grip of the tyres on the tarmac. If you go into a slight skid, use opposite 
lock to recover quickly, but stop braking and lightly tap the accelerator to correct yourself. 



RAC British Touring Car 
Championship. It is a privately 
owned company, headed by the 
founder and chief executive 
Alan Gow 
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Competing cars 
are subject to 
scrutineering 
checks at all 
times and in any 
location. Any car 
may be removed 
for a period of 72 
hours following a 
race for detailed 
checks 


Graham Hill 


Graham 


Bend 


GRAHAM 
HILL BEND 
Keep accelerating 
up to 4th and 
95mph for this 
comfortable left¬ 


hander 


SURTEES 
This is a fast bend 
in 5th gear, exiting 
at llOmph 


Former grand prix circuit and one of the best known circuits in the UK, the Kent speedbowl offers a busy 
lap with the daunting right-hander at Paddock being a favourite overtaking spot. Be careful away from the 
grid, with pole position being notorious for slipping down the cambered track. And if you want, you could 
try recreating the early days of Brands when the circuit was run in the opposite direction... 


Brabham Straight 1 


Mclaren 


Clearways 

— © 


Clark 


Curve 


CLEARWAYS 
From 5th to 3rd and 
75mph for Clearways, 
which is made 
extremely tricky as 
you’re braking 
practically on the bend 


DRUIDS BEND 
Slam down on the brakes at the 
50 yrd sign, swinging in from 
left to right very hard in 2nd 
gear at 55mph 


Hailwood Hill 


Druids Bend 


BRABHAM 
STRAIGHT 
Up through 1 
gears as you exit 
Clark Curve, and 
you should have 
your foot to the 
floor as you 
reach this 
straight in 6th 


PADDOCK 
HILL BEND 
4th gear for 
Paddock Hill Bend 
and lOOmph 
straight to 5th as 
you exit 


Paddock 
Hill Bend 


If you steer off onto the grass, use opposite lock (or the occasional roadside fence and 
obstacle) to keep the car facing forwards. Use the accelerator cleverly to keep yourself 
pointing in the right direction. Hold it down to spin you right round, or stop accelerating 
completely if the momentum will carry you round by itself. Remember, if you spin round 
and face the opposite direction, it’ll take an age to get back on track. 


Length: 1.2m/1.93km. 

Laps: 2 x 38. Race distance: 

2 x 45.6m/73.3km. 

Lap record: Peter Kox 45.71s 
94.79mph/152.55kmh. 

Qualifying record: Jo Winkelhock 
45.136s - 95.99mph/154.49kmh. 
Located: Alongside the A20 
at West Kingsdown 


tour y Brands Hatch 
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The Avenue 


Each race day 
features two 
races. The start of 
the first race will 
be at 12.30pm, 
the second at 
3.30pm. Each 
race will be a 
minimum of 60km 
in length and 
ideally 75km 
wherever possible 


KNICKER BROOK 
Accelerate up 
through the gears 
from Fosters 
through Knicker 
Brook, 

remembering to 
steer right the 
whole time 


OLD HALL CORNER 
At 125mph from the start line, brake down to 
4th and take this corner at around 90 mph 


If you accidentally run wide onto the grass and 
manage to keep control of the car (instead of 
spinning round), ease off on the accelerator until 
you’ve straightened the car out. Make no sudden 
turns and you’ll be able to hammer down the 
accelerator to speed yourself back onto the track. 




Jwwwwwwwwv 


ft, v 'rufr 

TOCA= Touring Car Championship 


A former road circuit in the Cheshire countryside which opened in the 1950s, Oulton is a real drivers 
circuit. It used to hold Formula 1 races, but now the BTCC is its biggest draw. It’s a real challenge with 
Lodge being tricky to master as the road falls away to the right, and get Druids wrong and you’ll end up in 
Chester. It remains one of the most unspoiled circuits in the UK and it’s well worth a visit. 


DRUIDS CORNER 
Hold the line! 

It’s a sweeping 
right-hander 
which you’ll 
need to take 
from left to right 
at 105mph in 
5th gear 


Track racis and Figures 

Length: 1.65m/2.66km. Laps: 2 x 27. Race distance: 2 x 
44.6m/71.8km. Lap record: Frank Biela lm 0.57s - 
98.66mph/158.78kmh. Qualifying record: Frank Biela 
59.779s - 99.96mph/160.88kmh. Located: Near Tarporley 
in Cheshire, off the A54 west of Winsford 


Druids 

Corner 




Lodge 


LODGE CORNER 

After maxing out at 130mph its time to scream on 
the brakes at the 100 yrd sign. This corner looks 
decepetive, but you must brake down to 65 and 
take the corner in 3rd to stay off the grass , 


Water Tower 


Clay Hill 

Knicker Brook 


CASCADES 

It’s a comfortable 5th gear left-hander 
into Cascades, but really slam on for the 
coming right-hand bend which you’ll 
have to take at 55mph in 2nd gear 


Deer Leap 


Cascades 


Fosters 


Old Hall 


whatour Oulton Park 

XPERTS SAY 
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CRANER CURVES 

Keep your nerve and takes these 

curves flat out in 6th 


REDGATE 
CORNER 
Take this wide 
left and at the 
50 yrd sign slam 
down to 3rd gear 
and swing right 
to take the bend 
at 85mph 


Craner Curves 


OLD HAIRPIN 

Knock down to 5th and swing 
a light left to right through 
the hairpin at 105mph 


Starkey's 

Bridge 


GODDARD CORNER 

Slam on for this snaking 
^ corner into a 2nd gear 

45mph right then hard left 
turn before the finish line 


COPPICE 
CORNER 
4th gear and 
95mph into 
Coppice Corner 
and accelerate 
strongly out of 
the bend to 
max speed for 
Starkey’s 
straight 


Starkey's 

Straight 


that you’re making a sharp right then left and not the other way round 


A minimum of two 30 
minute pratice 
sessions are scheduled 
for each meeting, with 
a minimum break of 
two hours between the 
sessions. Times 
achieved in the first 
session will set the 
grid for race one and 
times from the second 
session for race two. 


1.96/3.25km. Laps 2 x 25. Race 
distance: 49.0/78.75. Lap record: Alain 
Menu lm 11.90s - 98.00mph/157.71kmh. 
Qualifying record: Alain Menu lm 11.684s 
- 99.09mph/159.47kmh Located: 
alongside East Midlands Airport 


We all know that there are places on every circuit where you 
can cut across the gravel, skid across the grass and generally 
cheat your way through the corners. But this isn’t a guide to 
cheating, it’s a guide for people who want to become experts 
at this game. After all, if you want that kind of action. 
Codemasters produced another little gem of a game called 
Micro Machines V3 for people who can steer but can’t drive 



MCLEANS CORNER 
Brake late at the 50 yrd 
sign, but make sure you’re 
in 4th to accelerate out of 
the corner 
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All cars use standard, 
TOCA supplied, unleaded 
fuel. This is subject to 
analysis at any time during 
the course of the meeting. 
No refuelling is permitted 
during official practice 
sessions or the race. 


Length: 2.12m/3.41km. Laps: 2 x 25. Race distance: 2 x 
53.00m/85.25km. Lap/qualifying records to be established. Located: 
Near Darlington, one mile beyond the village of Croft on Tees 


Re-opened in 1995 to the chagrin of the local green welly brigade, the North Yorkshire circuit has a 
good mix of fast and slow corners to worry about. Lengthened in 1997, safety measures concerned 
some drivers initially, and the weather gods didn’t seem to like the place either. Last year qualifying 
was rained off after enough rain fell to end a biblical drought. 


FIRST HAIRPIN 

From the 50 yrd sign 

its down to 4th at 90mph 


up to 4th as the bend 
straightens out 


SUNNY 

Brake late and once again take 
this long right-hander in 3rd 
gear at around 90mph. Switch 


/ ^ 

Barcroft 


CHICANE 

Out of the chicane in 4th and 
it’s up through the gears to 
top speed 


pramn^oss) 


HAWTHORN BEND 

At the 50 yrd sign it’s down to 80mph in 
3rd gear for Hawthorn Bend. Hold 3rd 
right around ‘til the slight straight and 
take the chicane in 4th 




TOWER BEND 
At the 50 yrd sign 
scream down to 3rd 
gear and take the 
bend at 80mph 


Jim Clark Esses , 

(m)im 


JIM CLARK ESSES 
Flat out through the 
Jim Clark Esses and 
Barcroft 


Tower bend 


HAIRPIN 


U-bend so tight 
you’ll need 1st gear and a 
steady 40mph crawl to 
navigate safetly away 
from the grass 


Unfortunately, this is afterall a cheats 
section, so here are the codes for those 
less scrupulous types amongst you: 

CMLOCK: 

To lock tracks back up 

CMFOLLOW: 

Tv Camera 

CMGARAGE: 

Extra cars 

CMNOHITS: 

Collision detection off 

CIVICOPTER: 

View of helicopter 

CMCHUN: 

Go-kart view 

CIVISTARS: 

Stary sky backdrop 

CMTOON: 

Cartoon horizon 

CMCATDOG: 

Cats and dogs fall as rain 


WHAT OUR 
KPERTS SAY 
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WHAT OUR 
XPERTS SAY 


Knockhill 


The BTCC’s highland fling is set on a hill in Dunfermline in Scotland. A short lap, but one which keeps you 
busy, with the drivers working hard all the time. Run by people with the right attitude, too. They are 
enthusiastic and put an awful lot into the place to make it even better. The drivers like it, the hospitality is 
good, and the locals are always helpful. For example, “If you can’t see that hill over there, it’s raining; if you 
can see it, it’s about to!” 


Taylors 


STEWART STRAIGHT 
Up through the 
gears as soon as 
you leave Taylors, 
hammering down 
this straight at top 
whack around 
130mph 
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DUFFUS DIP 
4th gear at 85mph 
for the first right¬ 
hander, accelerating 
up into 5th and 
95mph for McIntyres 


TALYORS 

As you approach Taylors you’ll be 
close to doing 130mph. Brake at 
the 100 yrd sign and hold until 
you’re in 1st turning right hard at 
40mph. 


Stewart 

Straight 


m * 


Railway 


MCINTYRES 
Brake at the 50 yrd 
sign and drop down 
into 3rd gear, taking 
the corner at 75mph 


Duffus Dip 


Competitors reported for 
false starts will be black- 
flagged and must stop at 
the pits for a 
10-second penalty. Any 
driver found guilty of 
careless, reckless or 
dangerous driving by 
the clerk may receive 
a £5,000 championship fine 


Length: 1.3m/2.09km. Laps: 2 x 35. 
Race distance: 2 x 45.5m/73.1km. 
Lap record: Frank Biela 53.52s - 
87.46mph/140.75kmh. 

Qualifying record: Rickard Rydell 
52.787s - 88.65mph/142.68kmh. 
Located: On the A823 north of 
Dunfermline 


Clark 
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McIntyres 
Butcher's 


CLARK 
Accelerate up to Clark and 
take this sweeping right¬ 
hander at 90mph in 4th gear 


More codes for 

CMDISCO: 

CMLOGRAV: 

CMRAINUP: 

JHAMMO: 

PATSCREEM: 

XBOOSTME: 

CMIMPOSS: 

CMMAYHEM: 

CMUPSIDE: 

CMHANDY: 


those who can’t handle the pressure: 
Disco fog 

Low gravity (affects cones) 

Rain falls upwards 
All tracks! 

To obtain TOCA Showdown, 
mirrored championship 
All car speeds doubled 
Increase difficulty 
Everyone drives like a maniac 
Drive upside down 
Larger hands 


BUTCHERS AND 
CHICANE 
Up through the 
gears at Butchers, 
taking the Chicane 
in 4th gear at 
around 85mph 
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General Tips and Hits 

Get a friend to read out the speeds and 
gears to you as you’re racing around 
the circuit. That way you have a co¬ 
pilot to navigate for you, making the 
tricky task of reading your times and 
concentrating on the road much, much 
easier. It’ll also add to the excitment 
as your co-pilot delivers vital 
information to you before each bend. 


That’s your lot - enjoy the guide and 
send in your best times to the usual address 


BTCC races are 
drawcards on par with 
Premier League football 
games and cricket Test 
matchs, attracting 
crowds averaging 
30,000 


SEAR CORNER 

Brake at the 50 yrd sign down to 
80mph and drop to 3rd gear. Swing 
heavily left to right and accelerate 
hard as you exit the corner 


Riches 


Corner 


RICHES CORNER 
From 135mph blip 
down to 5th and fly 
round Riches Corner 
by the seat of your 
pants at 105mph 


Sear Corner^ 


THE ESSES (A) 

This is a tough left¬ 
hander which must be 
taken in 3rd gear at 
80mph, slamming 
down again at the 50 
yrd sign 


Revett Straight 


THE ESSES (B) 


swing a hard right in 
2nd gear at 65 
mph. 


TO THE FINISH 
1st gear and smoke those 
tyres down to 40mph for the 
last left before the finish line 


RUSSELL BEND 
Mash the brakes 
down to 2nd gear 
and 60 mph at the 
100 yrd sign 


Keep your foot to the floor and hold your 
line for a long fast right in 5th gear 


Maintain your braking 
from the last bend and 


^HIR 

EXPERTS SAY 


Snetterton 


Fast and flat, the former US air base punishes the cars in two ways. The long, fast pair of straights 
demand power, but the Esses and Russell need a gentle touch and heavy braking. A popular testing 
venue, the drivers know it well, but its glory days are no longer - the BTCC weekend is the biggest 
on its calendar and always gets a bumper crowd. 


Length: l,95m/3.14km. Laps: 2 x 23. Race distance: 2 x 
44.8/72.2km. Lap Record: Rickard Rydell lm 13.13s - 
96.09mph/154.64kmh. Qualifying record: Jo Winkelhock lm 
11.637s - 98.09mph/157.86kmh. Located: Alongside the 
All between Thetford and Wymondham 


Coram 


Curve 


CORAM CURVE 






BOMB HOLE 
Take this at full 
acceleration as you 
leave The Esses 


ih 


Russell 


; 
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Racing cheats & Tips 


















First, select any type of race. Then, enter 
Championship Mode and enter the following 
password as the name: 

MACSrPOO 

You will be required to reenter the ‘select race 
type’ area and choose practice mode. Now, 
when you return to the main menu you will be 
able to select any race track. 

For animated credits select any type of race, 
then enter championship mode and enter the 
following password as the name: 

CREDITZ! 


CAMERA VIEW 

Hold SELECT and press A 
during the game to select a different 
camera angle. 

SECRET VEHICLES 

Complete the following objectives to unlock 
these vehicles : 

360 Complete the Metro City track with over 
$2.5 million 

BUS Complete the Seaside track 
CIV complete the Downtown track within 
four minutes 

DAM Complete the Metro City track 
DBL Complete the Metro City track within four 
minutes 

DTK Complete the Metro City track 
ELS Complete the Seaside track with over 
$2.5 million 

FD7 Complete the Downtown track within 
four minutes 

FML Complete the Downtown track with no 
accumulated money and no damage 
GTI Complete the Seaside track within 
four minutes 

GTK Break the speed limit on the freeway 

section of the Seaside track by at least 60 
to 75 mph 

GTR Complete the Seaside track 
GTS Complete the Downtown track with over 
$1 million. 

LIM Complete the Metro City track 
NSR Complete the Downtown track within 
four minutes 


AUTO DESIRUCT 


DESTRUCTION DERBY 


CHEAT MODE 

t, 4- # f LI, Rl, R1 

DOUBLE LASER 

Rl, LI, Rl, LI, t,*, t,^,* 

CAR SELECT 

Rl, Rl, Rl, -4, Rl 

BLOOD MODE 

LI, *, Rl, LI, -4, Rl 

CHOOSE MISSION 

t, #, •, LI, Rl, LI, •, *, t 

CAR TUNE UP 

LI, Rl, LI, t ,f • f ■ Rl 

EXTRA MONEY 

LI, Rl, t, • *, ■ Rl, LI 

ALL TIME TRIALS 

Rl, LI, •, «■, •, • 4-, LI, • 


BURNING ROAD 

MIRROR TRACKS 

To race the tracks in the opposite direction is 
easy. After you start, simply turn around and 
start racing backwards. The other cars will 
follow you. 


DESTRUCTION DERBY 2 


Choose "Wreckin’ Racing” and "Championship” 
and enter the name “REFLECT!”. Now go to the 
main menu again and choose “Wreckin’ Racing” 
again. Select “Practice" and go to the main 
menu. You should have a new course available. 
For invincibility, enter “IDAMAGE!” as your name 
To select the number of cars on the track, start 
a Championship and enter “NPLAYERS” as your 
name. You will then be asked for the number of 
players that are racing. 
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PLC Complete the Seaside track with no 
accumulated money and no damage 

PCS Complete the Downtown track within 
four minutes 

RCC Destroy the displays on the left wall at the 
Shopping Mall in the Metro City level, and 
complete the rest of the track before the 
time expires 

SIR Complete the Downtown track 

SSP Exceed 144 mph at the speed checkpoint 
on the Seaside track 

TAK Complete the Metro City track within 
four minutes 

TNK Complete the Metro City track with no 
accumulated money and no damage 

VPR Complete the Downtown track with over 
$1 million 



FORMULA 1 

GERMAN MODE 

The following code has to be entered at the last 
selection screen before racing. The screen will 
say “Race Qualify” in the top left corner. Hold 
down the SELECT button while entering the 
codes. A box will appear in the middle of the 
screen if the code was entered correctly. 

FOR THE GERMAN MODE ENTER 
4, t,«#, 4^ ■, •, X 

GIBBERISH MODE 

The following code has to be entered at the last 
selection screen before racing. The screen will 
say “Race Qualify" in the top left corner. Hold 
down the SELECT button while entering the 
codes. A box will appear in the middle of the 
screen if the code was entered correctly. 

FOR THE GIBBERISH MODE ENTER 

■4, I f f I, ■ 

SPANISH MODE 

The following code has to be entered at the last 
selection screen before racing. The screen will 
say “Race Qualify” in the top left corner. Hold 
down the SELECT button while entering the 
codes. A box will appear in the middle of the 
screen if the code was entered correctly. 

FOR THE SPAINSH MODE ENTER: 

A, •, •. A, •, -4, • 

BIKE MODE 

After selecting your driver and track, at the 
Practice Qualify and Race screen, hold down the 
SELECT button while pressing: 4, t, #, A, "4, 

tlA 

BONUS TRACK 

After selecting your driver and track, at the 
Practice Qualify and Race screen, hold down the 
SELECT button while pressing: •, #, A, A, 

•, t 4 


After you’ve done the code, choose a course, 
then quit from the courseand go back to the 
track select screen. You should now be able to 
choose the bonus track. 

BUGGY MODE 

After selecting your driver and track, at the 
Practice Qualify and Race screen, hold down the 
SELECT button while pressing: t, A, t, 


GIBBERISH MODE 

After selecting your driver and track, at the 
Practice Qualify and Race screen, hold down the 
SELECT button while pressing: •, t, 4, 

•, ■, ■ 

The announcer will now speak total gibberish. 

LAVA MODE 

After selecting your driver and track, at the 
Practice Qualify and Race screen, hold down the 
SELECT button wh ile pressing: 

t,-4, -4, #x 



FORMULA 1 07 

CHEAT CODES 

Enter the following drivers names to activate the 
appropriate cheats: 

BILLY BONUS 

Extra tracks (including 1960’s track) 

BOX CHATTER 

Gibberish commentating (this can lock up your 
machine) 

CATS DOGS 

Frogs drop out of the sky instead of raindrops! 

LITTLE WEELZ 

In fact huge wheels 

OEAN ALESI 

Jump to Round 16 in the Championship 

PI MAN 

WipEout 2097 mode 

SWAP SHOP 

Drum ‘n’ bass sound effects 

TOO EASY 

All tracks have the easy setting 

VIRTUALLY VIRTUAL 

VR mode 

ZOOM LENSE Helicopter view mode 

MICRO MACHINES V3 

CHEAT CODES 
BIGGER BOUNCES 
During a race press; 

■, t f 4- 4,4 

DEBUG MODE (see below) 

During a race press; 

■, t 4, 4, ■, • •, A, x 


SPEED UP 
During a race press; 

■, X, •, ■, A, X, X, X, X 

TANKS 

Enter TANKS4ME as a character name and you 
will be able to use tanks on any terrain! 

DEBUG MODE CPU CAR 

SELECT, ■ transforms your car into a CPU car 

BLOW UP ALL CARS 

X, A, • ■ 

CAMERA ANGLE 
SELECT, t,4, 

CAMERA ZOOM 

SELECT, L2 zoom in SELECT, R2 
ZOOM OUT 

View Different CarSELECT, LI, R1 

WIN RACE 
SELECT, X 



NEED FOR SPEED 

ARCADE MODE 

In Lap Choice hold LI, R1 

BONUS TRACK 

In Tournament Mode type in YZHJQY at the 
Password Screen to access the Las Vegas track. 



FULL SCREEN MODE 

When a new game begins, hold 4 and ^ or 4 
and "4 whilst the traffic signal counts down. 


RALLY MODE 

Select any track except for Rusty Springs and 
hold LI, Rl. In order for this to work, you must 
be in Time Trial, Head-to-Head or Single Race 

SECRET CAR 

To race the secret car, exit Tournament Mode 
after entering the Bonus Track code. When 
selecting another car hold LI, Rl 

WARRIOR CAR: 

To access the Warrior car hold LI, Rl at any car 
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select. (Basically, access the Warrior car without 
following on from the Bonus Code). 


VIEW ENDING 

■, •, * + SELECT,* + SELECT 





WEAPON CHEAT 

Following the selection of your opponents 
vehicle, hold LI, •, ■, t, *Your horn should 
then be replaced with a machine gun (which you 
although you cannot see, can be used used). 



NEED FOR SPEED 2 


CHEAT CODES 

Enter the following passwords to access a 
couple of cheats: 

SHOTME 

-Race on bonus track - Monolithic Film Studios 

POWRUP 

-Upgrade engine -faster acceleration 

CAMERA CHEAT 

Hold Rl, R2, LI, L2, ■ A, • 1C 

when a track is loading and until the ace begins. 
This allows you to choose from 9 camera angles 
instead of the default of 4 angles. 

TOURNAMENT PASSWORDS 

Proving Grounds LDKMTD 

Outback GROWPG 

Northern Country HTYSBG 

Mediterano WGVLQG 

Mystic Peaks BRQQQR 

SECRET VEHICLES 

The following codes must be entered on the 
password screen. If you wish to play a 2-player 
game, then substitute ME with U to allow the 
2nd player to use the same vehicle. 

ARMYME Army Truck 
BEETME Car with sunroof 

BMRME BMW 

BNZME Mercedes-Benz 

BUGME VW Beetle 

BUSME Bus 

CRATME Wooden Crate 

LCME Landcruiser 

LIMONE Limo 

LILZIP Bonus Car 

LOGME Log 

OUTHME Outhouse 

QUATME Audi Quattro 

SEMIME Semi 

SNOWME Snowplough 

STDAME Product Stand 

STDBMEPeople of The Temple Stand 

STDCME News Stand 

TRAMME Train 

TREXME T-rex 

VANME Van 

VOVME Volvo station-wagon 
WAGOME Wagon 

SHORTCUTS 

North Country Shortcut: 


Prior to the first hairpin right after the grey 
tunnel, slow down and take a sharp right just 
past the fence. You will bypass the first hairpin 
by doing this. 

OFFROAD IN MONOLITHIC STUDIOS 

Race in Monolithic Studios until you reach the 
Jurassic Park segment. After you pass the first 
two huts or wooden houses on your right, drive 
about 20 feet and you will be able to turn right 
into the jungle. 

PACIFIC SPIRIT SHORTCUTS 

1. At the part where you see the parking lot on 
your left, enter the parking lot. Now drive 
straight through the grass untill you reach the 
road again. 

2. Drive down a logging road, when you reach 
the long straight by the sea. Slow down and veer 
right towards the trees, There is enough room to 
go between them, you will then have a straight 
stretch on a logging road that runs parallel to 
the road. Beware it ends where the black 
mountains start. Exit the same way, between 
the trees and to your left. 



PORSCHE CHALLENGE 


ENTER THE FOLLOWING AT THE MAIN MENU 
UNLIMITED RETRIES 
LI + L2, Rl + R2 + ■ 

ALL CARS JUMP 

t + ■, t + • # + ■# + •, t + ■, t + • 

FISH EYE LENS 

A+ ■ + •, LI, L2, R2, Rl 

HIGH VOICES 

t, A, t, A 

HYPER CAR 

SELECT +■ SELECT + • SELECT+B + • 
INVISIBLE CAR 

■ + •, L2 + R2, ■ + •, L1 + 

Rl, ■ + • 

MAD RACER 
t, *, * + SELECT 

MIRROR MODE 

*+•,# +A, *+■ 

RACE THE INTERACTIVE TRACKS 
* + Start, t + Start, SELECT, Start Race the 
Long Tracks t + SELECT, * + SELECT, 
Start, SELECT 

BLACK PORSCHE 
*+■,*+•+ SELECT 

TUNE TEST DRIVER 
*+•,*+ SELECT+ ■ 


YOUR CAR JUMPS 



TOCA TOURING CARS 

CHEAT CODES 

Enter the following codes as your name to 
enable the following cheats: 


Access All Cars. CMGARAGE 

Cartoon Background. CMTOON 

Disco Fog. CMDISCO 

Film Camera View. CMFOLLOW 

Go-Kart View. CMCHUN 

Helicopter View. CMCOPTER 

Lock Up Tracks. CMLOCK 

Low Gravit. CMLOGRAV 

No Collision Detection. CMNOHITS 

Pink American Beast. FLEX 

Rains Upwards. CMRAINUP 

Overhead View. CMMICRO 

Starry Skyline. CMSTARS 


TOCA Showdown Championship. . PATSCREEM 

Turbo Speed. XBOOSTME 

Unlock All Tracks. JHAMMO 



V-RALLY 

CHEAT CODES 

When the Infogames logo appears wait until the 
‘s’ from Infogrames is drawn and then quickly 
enter t, #, A, •. This code must be entered 
quickly, you’ll know if you’re successful as “lock 
off” should be displayed. 

Following the successful completion of entering 
the above code, you must any of the codes 
below before the Infogrames logo disappears : 

* + LI Removes arcade time restrictions 

* + L2 Access narrow tracks 

* + Rl Access extra 4 x 4 car and track 

* + R2 Race restarts enabled 
*, * Debug mode 

When you call up the Debug Mode in V-Rally, 
you’ll get an extra menu “Memory" in the 
Options Screen. 
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